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POOL 


Thank you for purchasing Virtual Pool. Your 
Virtual Pool CD-ROM contains both the original 
Dos and Windows 3.x version of Virtual Pool as 
well as a completely revamped Windows 95 
native version. 

To properly explain your options in both versions, 
this manual is broken into three main sections. 
The first section, pages 3-11, covers the installa- 
tion and menu options for the Win95 version. The 
second section, pages 1 2-30, covers the original 
Dos and Windows 3.x. The last section of the 
manual contains lists of control keys for both ver- 
sions as well as instructional information regard- 
ing the game of pool. 



2 


Windows 95 



IBM/landy 100% compatible running Windows 95'“. 486-66 or faster microprocessor with 8 A4B 
of RAM. 8 MB of hard disk space required. CD-ROM drive and mouse required. Recommended: 
Pentium”* or faster microprocessor vrith 1 6 MB of RAM, double speed CD-ROM, local bus or PCI 
vicfeo card vrilh 1 MB cf video RAM, SoundBlaster"* or 1 00% compotible sound card. 

Note: 

Virtual Pool must have a 256-color palette to run. If you have more colors than this selected, 
Virtual Pool will only run in full-screen mode ond will cficmge to 256 colors while it is active. If 
you wish to run Virtual Pool in o desktop window, change the Color Palette setting to 256 colors 
(this can be found by opening the Confro/ Panel from within the SeWngs opti'on in your Start 
menu. Within your Control Panel select the Dispk^ icon and choose the Settings tab in the 
Display window. The Color Palette option will be atlhe bottom left of the resulting window, j 

How to SETUP Virtual Pool 

Put the Virtual Pool disc into your CD-ROM drive. The Windows 95 AutoRun feoture will 
come up ond start the Setup for you. You can also select Run from your start menu and run 
d:/WlNDOWS/SETUP.EXE (where d: is the letter of your CD-ROM drive), Setup will lead you 
through the process that will install Virtual Pool on your hord drive and create the Virtual Pool 
gome icon and Program Group. 

Pleose take some tirr>e and fiH out the Electronic Registration form, A few minutes of your time 
will get you access to free Interplay demos, product updates, discounts on products, ond more. 

After Virtual Pool is installed, the setup program will check to see if you have DirectX 3 or 
later installed on your system. If you do not, you will be asked if you wish to Install it. 

Select yes to install. 

After both Virtual Pool and DirectX 3 are installed on your system, click on the Pool icon in 
the Virtual Pool for Windows group under Progroms in the Start Menu. 



Piece the Virtual Pool disc into your CD-ROM drive. The Autorun feoture will start Virtual 
Pool, or you can select the Virtual Pool application from the Virtual Pool for Windows menu 
in your Programs menu. If you hove your Color Polette set to 256 colors, you can ploy either 
full-screen or in a Koleoble desktop window. If you are using more colors, Virtuol Pool can 
only be run full screen. 
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Windows 95 



After $ome introductory screens, the Virtual Pool game screen will come up. The game screen 
consists of your Menu Items, Status Area, Pool Window, ond Action Bor. These oreas will keep 
track of everything in the gome for you. 

By default the game storts a two ployer game of Nine-Ball with Player One in Aim Mode. By 
moving your mouse left or right you can adjust the Aim. Moving the mouse forword or bock 
Nits the view of the table. Mold down the left mouse button svhile moving the mouse forword or 
back to increase or decrease the Zoom level. 

When you are satisfied with your aim, press and hold the S key. Your moose is now conrsected to 
the cue sNck. As you move the mouse bock and then forword, the cue stick will move in response. 
Move the mouse forword sfosvly for a light lap ond quickly for a more powerful shot. Press ESC to 
bring the mouse cursor back onto the screen at ony time and bring up the Menu Items if they 
are hidden. You can find a complete description of the garrse controls in this monuol on poges 
31 -34, or check out the online Help. 

The Gome Window 

The game screen is broken into 4 basic areas: the Menu Items at the top of the screen (these ore 
hiddw when playing full-screen), the Gome Status oreo at the top of the screen, the ploying area in 
the middle of the screen, and the Action Etar which goes across the bottom of the screen. 
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The Game Status shows the player names and status of the current match. The scores that are 
kept for each type of pool game vary, but in generol there will be a column for score and a 
column for the number of gorr>es won. During some games an icon of the boll you are sup- 
posed to be hitting will appear next to the player name. For example, when playing 9-ball, 
on icon for the lowest ball on the table will oppear next to your player name when you ore 
shooting. Any fouls that are committed are also displayed prominently at the right side of 
this area. 

The ploying area is devoted to your "virtual" pool table. You can ploy the game from ony 
angle you like, using Virtual Pool’s unique 3D world to line up your shots just like you would 
in read life. Check out the online help or Keyboard Controls {page 31-34 in this manuol) for 
informotion on how to move around the table, take shots, and more. 

The Action Bor at the bottom of the screen displays information about the current shot ond 
shot mode. The left side of the bar will show the current mode the ployer is in. For exomple, 
if you are getting ready to shoot the ball and ore holdirsg S on the keyboard, this will display 
"Shoot Mode". A brief description of your options vdiile in this mode is disployed just to the 
right of this. If you are in shoot mode as deKribed above, this will disploy "Stroke Cue", 
which lets you know that moving the mouse at this point will stroke the cue. The Cue Angle 
ond Replay Rate are displayed on the right of this menu. 
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Menu Items 


All of the ovailoble game options and settings can be easily customized and changed using 
the pull-down menus at the top of the screen. While you are playing, your moose is octively 
controlling the cue stick and your shot; to enter the menu system you must first press ESC to 
make the menus and your cursor active. 

Listed here are all of the menu headers and the options available under each: 


New Game 


OpBCfltflt 

I Anol>wn«w 

r- NtIworSof Modmnivtf 
j r* CofnculSf 

r UM/PiMmatTKlSWi 
f ShtASknt/nwTh*ChM 

G4M 

r StiagNPsol 
r ti^BM 
HneSMI 
^ Rol«Son 

Goiti 

Gvtim P«r Mlkcn ^ S 
StiasNPstfPartf 

I : Sirnti CanctI 


This will bring up the New Game Setup menu which contains several options for your next 
gome. 

The Opponent section lets you choose your opponent from one of the following options: 


Another Player; 

Remote Ployer: 

Computer Player: 
None/Proctice or Trick Shots: 
Shark Skins/Play the Ghost: 


play onother player on the same computer, 
play onother player on another system via 
network, modem, or serial cable, 
ploy a computer opponent, 
ploy by yourself with no opponent 
play Shark Skins, no opponent 
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The Gome section allows you to choose from any of the four typjes of pool offered in Virtual 
Pool: 

Straight Pool 
Eight Ball 
Nine Boll 
Rotation 

The final two options in the Gools portion of this menu allow you to customize the scoring for 
your motch. You can change the number of games to ploy in each match or change the 
points goal for Stroight Pool. When you ore ready to start, click on Rock New Gome. 

Load Game (alt-L) 

This option will allow you to lood your saved games or any of the trick shots that came on the 
Virtual Pool CD. Just select the position you wish to load ond click on Load Game. 

Save Game (alt-S) 

This will allow you to save the current game in the exoct state it is currently in. 

Demo 

Selecting this option will send the game into a derr>o mode in which two computer opponents 
will play against each other at one of the variotions of Pool. 

Exit 

Closes the program and returns you to your desktop. 

Options 

Quit Match (alt*Q) 

Quit Match ends the current match, resetting the number of games won and the amount of 
fouls to zero. Both ployer names remain in the status area, and a new rack of the previous 
gome is set up. 

Change Turn (alt*T) 

To chonge the shooting player, select this option. This option can be used to allow players to 
ploy variations of rules such as a Push-Out rule for nine-ball. 

Kibitz (alt-K) 

This option will have the computer automoticolly turn on tracking lines and set up your best shot. 
This function is only available when playing against "another player" os your opponent. 
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Miscall (alt'M) 

Virtual Pool uses the honor system for calling shots. If you pocket the wrong ball or put a ball 
into the wrong pocket, you can declare a Miscall by selecting this option. 

Draw Game (alt*D) 

Selecting this option ends the current gome in a draw, re-racks the current game, and stotls a 
new game. 

Resign Game (alt-R) 

By selecting this option, the current player forfeits the game and their opponent is assigned a 
win. The balls are re-racked for the next game. 

Change Name 

This option will allow you to type in new names for human players in the gome. 

Spot/Pecket Balls (Ins) 

This option will allow you to remove balls from the table or ploce balls that are off the table 
back on. Balls that are currently on the table have a check in their checkbox. To remove 
them, simply click on the checkbox, and the ball will be removed from the table. When spot- 
ting a ball, the ball will appear at the top of the rock. 

Preferences 

The preferences menu allows you to change various options in the game to better suit your 
style of ploy. 

Game 

This submenu contains the following options 
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Graphics 

Display Backgound (On, Off) 

This will toggle the Virtual Pool room on and off. If you are having performance 
problems or just want to concentrate on the table more, try turning off the background. 

Auto Line Up 

Aim to Next Boll (On, Off) 

This option will point your cue in the direction of the next boll if you are playing a 
game such as nine boll where the rules dictate which boll must be hit. This will only 
point you in the general direction however, don't expect Virtual Pool to do the 
aiming for you! 

Stondord Distance (On, Off) 

If you have Stondort Distance on, the beginning of every shot will be the some 
default distance from the table. With this option off, the camera stays ot the 
dislonce it was at the end of the bst shot. This option is for players who like to use 
the zoom option often. If you do room a lot, you may find the turning Standard 
Distance off may save you some time. 

Sound Effects (On, Off) 

This allows you to turn on and off Sound Effects in the gome 
CD Music Auto Start (On, Off) 

This determines whether the music will stort up when you first start playing pool. 
Mouse Sensitivity 

If you wont your mouse movements to be more exaggerated, or perhaps a bit less 
drastic, chongtibe sensitivity of the mouse with this option. 

Status Font 

This option will allow you to dictate the font, style, and size for in-game text. 

Chat Font 

This option will allow you to dictate the font, style, and size for your chot-window. 

CD Control 

This will bring up a typical CD controller box which will allow you to switch tracks 
on the Virtual Pool CD, or when listening to your own music CD's. 
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Videos 

The video menu will give you occess to the extensive library of tutorial and trick shot movies 
that are included with Virtual Pool. Available options are: 

History of Pool 
Pool Techniques 
Trick Shots 

1 ond 3 Boll Shots 
2, A, ond 6 Ball Shots 
Shots using 15 Bolls 
Position Shots 
Ball Cleorance Shots 
Stroke Shots 
Escope Shots 
Masse' Shots 
Misceltoneous Shots 



This pull-down menu will let you choose from a number of resolutions from which to ploy the 
game. 

Desktop Window 

To play Virtual Pool in a desktop window, the Color Palette must be set to 256 colon. If this 
is changed (under Settings in the Display portion of your Control Ponel), yee will be oble to 
ploy Virtuol Pool in a scolable desktop window. 

The other avoilable resolutions for full-screen ploy ore: 

640 X 480 
800x600 
1024x768 
1 1 52 X 864 

If you are experiencing problems with the ^>eed of the game, reduce your screen resolution 
and your frame rate should increase significantly. 
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Network and Remote Play 

You can play Virtual Pool over a network, TCP/IP, modem, or null-modem connection. 

Getting connected is easy. First make sure that your remote device (modem, network hookup, 
etc) is on or reody to go. Select New Game from the File menu and choose Network or 
Remote Player cs your opponent and set up the type of game you wish to ploy. Click on New 
Game to begin and then select the appropriate connection from the resulting menu: 

TCP/IP: This allows you to play against another player vio TCP/IP connection. 

IPX Network: If you are connected to o local area IPX driven network, select this 

option. 

Modem: To use your telephone modem, use this. 

Serial: To connect via serial cable (null-modem) use this. 


Creating Gomes and Connecting to Remote Players 

Each remote play mode will bring up a box asking if you wish to Create the gome or 
Connect to o gome. Before you start playing, decide who is going to host the gome and who 
is going to join. If you are hosting, select Create. If you are going to connect to a game cre- 
ated by the remote player, select Connect. 

Note: the player who Creates the game will determine the game type, point gools, etc. 

Create 

If you create the game, you will be asked to provide o name. This name will be 
broadcost to players who wont to connect. Make sure that the player who is 
going to connect to your game knows whot you have named it. Your game type, 
point ond motch gools will be used for the resulting game. 

Connect 

When you select this, you will be shown a list of available games to ploy. Select 
the nome that wos created by the remote ployer you want to play ogainst. 

Note: you must connect after the game hos been created or else you will not see 
the new game. 

Modem and Serial Connections 

When using these connections, there will be another menu that allows you to set up your 
modem or serial connection settings. Virtual Pool will load the default setting for your device 
for you, but you can change these to better suit your remote connection if you wish. 

When Creoting a modem gome, note that you need to click on Answer svhen you are 
finished. Since you are the host, the remote player will be dialing into your system. 

The user who Connects will need to put in the phone number ond dial out. 


11 
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IBM'“/Tondy™ ond 100% compofibles running DOS 5.0 or higher. 386/33 or better micro- 
processor required. Hard drive and keyboord required. Single speed CD-ROM drive 
required. VGA video card ond monitor required. Requires 4 Megs RAM and 2MB Herd drive 
space. Mouse required. SoundBlaster'" or compatible sound card recommended. 486/66, 
double speed CD-ROM and SVGA video card and monitor recommended. 

Note: High resolution operation requires 486/33 or better with selected local bus or PCI 
video cards. Multi-media videos require SVGA card to ploy. 

You don't need o sound card to ploy Virtual Pool, but you won’t get to heor ony of the 
sounds or music without one. 

To play Virtual Pool with a ployer on onolher computer, you can connect to the other system 
using o LAN (locol orea network), a telephone connection vio modem, or o serial port con- 
nection using a null-modem coble. 

DOS Installotion 


Insert the Virtuol Pool disk into your CD drive and type d:\DOS\INSTALLEXE (where d: is the 
letter of your CD-ROM drive). The installation program will then ask you for a destinotion 
directory. Specify o name for the directory you wish to install Virtual Pool into, or just hit 
<ENTER> to accept the default location of VPOOL. If you type in a directory that does not 
exist, the installation program will create it for you. The progrom will then copy some 
required files from the CD to your hard drive. Virtual Pool requires 2MB of hard disk spoce 
for instollafion. 

Windows 3«x Insfollotion 


Insert the Virtuol Pool disk into your drive and select "Run* from the Program Manager in the 
RIe menu. Type in d:\WINDOW3. 1 X\setup. exe, where d: is the letter of your CD-ROM 
drive. Setup will prompt you to a directory to install Virtual Pool into. Virtual Pool requires 2 
MB of hard disk space for installation. 


Virtual Pool will run on any system which meets the minimum system requirements. The 
default configurotion after instollolion is low resolution (320 x 240) with no sound and a 
DOS mouse driver. The first time Virtual Pool starts up, it'll ask you obout your hardware con- 
figuration. You can alter the configuration using the Video Setup, Sound Setup, and Device 
Setup Menus. 
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r 


Be sure to load your mouse driver before starting Virtual Pool; or set up your Mouse from 
within the gome using the special mouse driver included with the game. 

Pleose remember to send in your registration card, for it will allow you access to technical 
support and make you eligible fer available updates. 



To start Virtual Pool, put the Virtual Pool Disk into the CD-ROM Drive, enter the directory 
where Virtual Pool was installed ond type POOL. When you begin Virtual Pool for the first 
time, the gome SETUP menu will appeor, allowing you to configure the game for use on your 
system. Included in the setup program are Video Cord, Sound Card Setup, and Mouse Setup. 

Video Card Setup 

The default video setup is 320x240 VGA, which will function properly on all VGA or SVGA 
video cards. Virtual Pool uses special video drivers that support resolutions up to 1 024 x 768 
depending on the type of video cord inslolled in your system. From the Video Setup Menu, 
you con choose to select your video driver from a list or use the Auto Detect feature to scan 
your system and attempt to make the selection for you. 

Select from List: 

The Video Setup will list the drivers for particular video cards, based on the actual chip that is 
built into the card. If you know which chip your video card uses, simply select it from the list. 
The setup program will then scon your system for this chip, and, if found, will configure the 
game to use the correct setting. 

Auto Detect: 

if you are not sure which setting is correct for your system, you can try the Auto-Deteef func- 
tion, which is located at the bottom of the list. Note that because of Hie vost number of possi- 
ble video cards, the auto-detection may not oKvays be able to determine the correct settings, 
and on some systems it may even cause your system to crash. Don't worry, your computer 
and the game will be fine - you'll just have to restart your computer and run the setup 
program again. 
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Sound Card Setup 

Simply select your sound card from the list, or choose “NONE" if there is no sound cord 
installed in your system. Once this option has been configured, the Virtual Pool Main Menu 
will appear. 

Mouse Setup 

You con choose the Virtual Pool serial driver if you hove a 100% Microsoft-compotible 
mouse. For any other mouse, choose "DOS Driver," and nnoke sure o DOS mouse driver is 
installed. 



When you start Virtual Pool the Main Menu will appear, displaying the following options: 

Animated History ot Pool 

Selecting this option starts the "Animated History Of Pod' video. 

Gomes of Pool 

Selecting this option opens the Games Menu, svhich offers video guides to the different games 
of Pool. Included are specific instructions ond strotegies for playing 8-Boll, 9-Ball, Straight 
Pool, and Rotation. 

Virtual Pool Tutorial 

Select this option to start Virtud Pool's Video Tutorial, which contoins sfep-faydB^nstructions 
for playing and configuring Virtual Pool. Learn about Virtual Pod's different game modes, 
sound and video setup, and ploying the game over modem ond network connections. 

Virtual Pool Tip: 

Playing Movies 

When playing movies, the following key controls can be used: 

ESC, Spocebor — Terminate movie. 

S — Sing/e step 

Enter — Continue full speed 

N — Skip to next movie (only used on a sequence of movies.) 
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Pool Techniques 

Select this option for a video tutorial of pool by "Mochine Gun" Lou Butera. Learn the basics 
of Aiming, Caroms, Combinations, the Masse and other special techniques which you can 
apply to both the real and the virtual table. These tutoriols are invaluable for the beginner, 
ond even advanced players should hove a lode — you never know what new trick you could 
pick up. And speaking of tricks... 

Trick Shots 

Selecting this option opens the Trick Shot Menu, which will iniholly display a grouping of but- 
tons pertaining to different cotegories of Trick Shots. Clicking ony of these buttons will open o 
new menu which displays the existing shots in that category. You con view the Trick Shots one 
by one by clicking on the particular shot you wish to see, or you could click on the Ploy All 
button, which will play each of that category's Trick Shots in succession. 

Play Virtual Pool 

Select this option to stort a gome. 

Exit Virtual Pool 

Exits the gome. 

Quick Start Instructions 

If you wish to stort playing immediately without reading the full instructions, select PLAY VIR- 
TUAL POOL from the Moin Menu. Virtuol Pool will then lood. By default the gome starts a 
two-player game, with Player One in AIM MODE. Simply move your moose left or right to 
change the AIM. Moving the mouse forward or bock tilts the view of the table. Hdd down the 
left mouse button while moving the mouse forward or bock to increose or decreose the Zoom 
level. 

When you are sotisfied with your aim, press and hold the S key. Your mouse is now connect- 
ed to the cue stick. As you move the moose bock and then forward, watch the cue stick move 
in response. Move the mouse forward quickly for o powerful shot, slow for a light tap. 

The Program Control Menu can be occessed by pressing FIO, the Escope Key. 
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A Little More Detail.. .Screen Setup 

The upper part of the screen is devoted to your "virtual" pool table. You can watch the gome 
from any angle you like — we'll get to that a little later, in the Changing View section on 
page 1 5. The bottom part of the screen will keep you up-to-dote on whoYs happening in the 
game so far, as well as keeping trock of how you're doing overall. The figure below shows 
the normal layout of the status bar. 

Status Bor 

The top left area of the status bor shows the type of game you're playing ot the moment, 
svhich could be anything from 6-Ball to Straight Pool. Below this are the names of the current 
players — the name of the player who is currently shooting will be highlighted in yellow 


PUyer 2 

Cast 


Uieuj 

Rotate Uieui 


Replay Rate 1/2 
Cue Angle 0® 


The next column displays how many games or points eoch player has and, at the bottom, the 
number of games or points required to win the molch. 

The top line in the middle areo of the status bor displays information on the current status of 
the game. For instance, messages will appear on the tap line if there is o foul, or if o player 
wins the game or motch. 

The second line displays the current game Mode, (Aim, Shoot, etc.,). While o shot is in 
motion, the Mode Line will say "Ploy". Extra Mode in^rmotion is sometimes separated by a 
slosh (/); for example, after a scrotch the line will read "Aim/Boll in Hond.' This meons that 
the game is in Aim Mode but that you may move the cue boll becouse your opponent fouled. 

Beneath the Mode Line is the Mouse Action Line, which tells you what will happen svhen the 
mouse is moved. For exomple, while you are in Aim mode the action line will say "Line Up 
Shot." Pressing the left mouse button, however, will change the action line to "Zoom View." 

The right part of the Status Bar shows the R^loy Rate and Cue Angle. You can replay shots by 
pressing the R key. Replay role is controlled by the + and - keys, ranges from 1 (for full speed) 
to slow motion rates of 1/2, 1/4, and 1/8 speed, and can be changed ot anytime, even when 
a Replay is in progress. Replay does not work with Modem, LAN or NULL Modem play. 
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The Coe Angle indicator on the bottom right of the status bar tells you the exact angle of the 
cue stick relative to the table. Hold down the B key to raise the butt of the cue stick. Normally 
the cue is set fairly level at one degree above horizontal, but sometimes you might want to 
raise the slick to try for special shots like the Masse. 


Menu System 


Virtual Pool has a comprehensive menu system which allows you to switch between the differ- 
ent games, change your system settings, or get help on a variety of topics. To enter the menu 
system, press ESCape, FIO, or click the right mouse button. Additionally, some menus con be 
occessed directly by pressing the key specified next to that item. A complete listing of all 
Virtual Pool menus Ulows. 

Help menu (FI) 

The Help menu includes the following items; 


Quick Play Help 

Basic ganse control instructions. 

Quick Menu Help 

Exploins how to use the menu system. 


Game Rules 


The Game Rules menu contains basic rules for: 

General Rules 
Straight Poal 
Rotation 
SBall 
9Ball 


Clicking on any of these menu items will bring up the appropriote rules for that game. See 
the Pool Rules section on pages 38 for complete game rule information. 
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Control Keys 

Selecting rfiis menu item brings up o summary of the control keys. See the Keyboard Controls 
section on pages 31 -34 section for more information. 

Action Keys 

Selecting this menu item brings up o summery of the Action keys. See the Keyboord Controls 
section on pages 3 1 -34 section of this monuol for more information. 

Option Keys 

Selecting this menu item brings up o summary of the option keys. You con see the Keyboard 
Controls on pages 31-34 for more information. 


Game Setup Menu (F2) 

The Game Setup menu contains three sections: Opponent/ Game, and Scoring. 
The Opponent section lets you choose your opponent from one of the following options: 


Another Player - 
Remote Player - 


play another player on the same computer. 

play onolher player on ar>other system via 
network, modem, or serial coble. 


Computer Ployer - ploy a computer opponent. 

None • Practice/Trick Shot mode. 

The Game section lets you choose a game from the following: 

Rotation 
Straight Pool 

8- Ball 

9- Ball 


The Scoring section lets you choose a scoring system for the match. You con select the num- 
ber of games for a motch with the Games Per Match option, and the point goal for Straight 
Pool with the Straight Pool Point Goal option. 


Game Options Menu (F3) 


Depending on the current game mode (Match Play, Practice, etc} the Game Options Menu 
will display the current avoilable selections. 

Game options can be broken down into two basic categories: 

2-Player Options and Proctice Options. 

Load Game (Alt-L) 

Load Game loads any game that vros previously saved with Save Gome. When you select 
Load Game, you will be shown a list of all soved games — of course, until you actuolly save 
some gomes, this option won't be of much use to you. 

Save Game (Alt-S) 

Save Gome saves the current game; use this to stow away your game right before risking that 
fancy trick shot or for when you finally hove to drag yourself away to bed. Player names and 
scores ore also saved. When you select Save Gome, a window will open, listing any previ- 
ously saved games, and on entry named "Available.' Click on the word "Available" and 
onother window will open thot will allow you to enter a name (maximum of 36 charocters) 
for the game to be saved. 

Player Name 

You can enter player names by selecting Change Player 1 Name or Change Player 2 Name. 
Names and scores ore disployed in the status area at the bottom loft of the screen. 

Quit Match (Alt-Q) 

Quit Motch ends the current match, resetting the number of gomes won and the amount of 
fouls to zero. Both player names remain in the status area, and o new rack of the previous 
game is set up. 

Change Turn (Alt-T) 

To change the shooting player, press Alt-T. This option can be used to allow players to play 
variations of rules such as a Push-Out rule for nine ball. Or maybe you're just nice and are 
letting your opponent shoot over agoin? 

Suggest Shot (Alt-K) 

Select this option to hove your computer automatically turn on Tracking ond line up your best 
shot. 
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Miscall Previous Shot (Alt-M) 

Virtual Pool uses the honor system for calling shots. If you pocket the wrwig boll or put a boll 
into the wrong pocket, you can declare a miscall by using the Miscall Menu Selection or by 
pressing Alt-M. Play then proceeds to the other player. Whether pocketed bolls remain down 
or are spotted depends on the particular game being played. 

End Gome in a Draw (Alt-E) 

Selecting this option ends the current gome in a draw, re-racks the balls, and storts o new 
game. 

Resign Game (Alt-R) 

Selecting this option forfeits the game and assigns a win to your opponent. The balls are 
then re-rocked ond the new gome begins. 

Game Options - Practice Mode 

Lead Position (Alt-L) 

Load Position loods o boll position that was previously saved with Save Position. This option is 
only ovoilable when the game selection is ProcticeArick Shots. 

Save Position (Alt*S) 

Save Position saves the table prior to the most recent shot. This option is only ovoilable when 
the game selection is Practice/Trick Shots. Use Sove Position to save trick shots and practice 

layouts 

To save a shot: 

• Set up and execute the shot. 

• Press U to Undo, octivate the View Mode and set up how 
you wont the shot to be viewed, and press R to 

replay the shot. Repeot these two steps until you 
are satisfied with the shot. 

• Press U to Undo, then save the position. 

Spot Balls (Ins) 

This option allows you to spot (ploce back on the toble) bolls that hove previously been pock- 
eted. When this option is selected, o smoll window will open, displaying the current pocketed 
balls. Simply click on the boll or bolls you wish to spot and they will be placed bock on the 
table. Press ESCope when finished to close the Spot Bolls window. 


Pocket Bolls (Del) 

The Pocket Bolls option allows you to remove bolls from the table. When selected, a window will 
open, displaying balls that are currently on the table. Click on the ball or balls you wish 
removed from the table and they will be pocketed. Press ESCape vdien finished to close the 
Pocket Bolls window. 

Rock for Straight Pool 

Selecting this option ends the current gome and re-racb the balls for a game of Straight Pool. 

Rock for 8-Ball 

Ends the current game and re-racks the balls for a game of 8-Ball. 

Rock for 9-Ball 

Ends the current game and re-racks the balls for a gome of 9-Ebll. 

Rock for Rotation 

Ends the current gome and re-rocks the balls for a gome of Rotation. 

Rock for Continue Run 

This option only becomes ovoilable when one ball is left on the table. If re-racks the 1 4 pocket- 
ed bolls, leaving the other ball in its current location. 

Preferences Menu 

The Preferences menu contains three sections: Graphics Detail, Auto Line-Upr ond 
Sound. 

The Graphics Detail section contains on/off switches for Bockground, Ball Numbers, and Ball 
Shadows, Turning any of these oft will decrease the aesthetic sense of the game, but will speed 
up ploy. 

The lost item in the Graphics Detail Section is Window Size. The Window Size can be set to 
Full, Half, or Quarter Using a smaller Window Size will also speed up the game it you hove o 
slower computer 

The Auto Line-Up section contains two on/off items. If turned on. Aim To Next Ball will outo- 
moticolly point the cue towards the appropriate ball in gomes where the balls must be pocketed 
in order (Nine Boil and Rotation). If turned on, Restore Distance will set the distance 
from the cue ball to a standard distance after every shot. 
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The Sound section lets you individually turn the sound effects and music on or off. 

The Mouse section adjusts the sensitivity of the mouse input. Not all mice ore created equal 
- if your mouse strokes too hard or too soft, you con adjust the sensitivity setting until it's just 
right. 

Demo Menu 

The Demo menu item starts a game between two computer players. If you watch closely, you 
might learn some new tricks. 

Main Menu (F9) 

Returns to the Main Menu. 

Remote Gome Ploy 

Virtual Pool con be ployed by two players on separate computers. There are three types of 
computer connections: 

• LAN (Local Area Network] 

• Telephone Modem 

• Null Model RS-232 

You must first select the connection type you wont from the Device Setup Menu. Then open the 
Game Setup Menu and select Network/Modem Ployer. The connection procedure for eoch 
connection type is described below. 

LAN - Local Area Network Connection 

The network connection requires an IPX driver to be installed on each system before Virtual 
Pool is started. If your system does not currently hove an IPX driver installed, look for o file 
nomed IPX.COM in the software supplied with your network card, hstoll the IPX driver by 
typing IPX in the directory that contains the IPX.COM file. 


Sender: 

1 ) Moke sure 'Local Areo Network" is selected in the Remote Device section of the 
Device Setup Menu. 

2) Select 'Game and Scoring Options" from the Game Setup menu. 

3) Select "Network or Modem Player" from the Opponent Section of the Game 
Setup menu and click on OK. 

4) Choose "Transmit" from the Network menu thot just popped up. 

5) Upon connection the bolls will rack and it will be your turn. 

6) If you want to load a soved game, you can do if now. 

7) Enter your name by selecting 'Change Ployer Nome" in the Gome Options menu. 

8) Play pool! 

Receiver: 

1 ) Make sure 'Local Area Network" is selected in the Remote Device section of the 
Device Setup Menu. 

2) Select 'Network or Modem Player" from the Opponent Section Game Setup 
menu ond click on OK. 

3) Choose "Receive" from the Network menu that just popped up. 

4) Upon connection the balls will rock and it will be your opponent's turn. 

Telephone Modem Connection 

Telephone modem connection is done over telephone lines between two computers with Hayes 
compatible modems. Make sure your modem port selection in the Device Setup menu is con- 
figured to the selection for the COM port your modem is installed on. 
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Sender: 

1 1 Moke syre "Telephone Modem' is selected in the Remote Device section of the 
Device Setup Menu. 

2) Select "Game "and" Scoring Options" from the Game Setup menu. 

3) Select "Network or Modem Player" from the Opponent Section Game Setup 
menu and click on OK. 

4) Choose "Transmit* from the Network menu that just popped up. 

5) Enter the phone number you want to coll in the Dial menu that just popped up. 

6) If you want to load a soved game, you may do so now. 

7) Enter your nome by selecting Change Ployer Nome in the Gome Options menu. 

8) Play pooll 

Receiver: 

1 ) Make sure "Telephone Modem" is selected in the Remote Device section of the 
Device Setup Menu 

2) Select "Network or Modem Player" from the Opponent Section of the Game 
Setup menu and click on OK. 

3) Choose "Receive" from the Network menu that just popped up. 

4) Upon connection, the bolls will rack ond if will be your opponent's lurn. 
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Null Modem Connection 

The null modem connection is an RS-232 cable connected between two serial ports of the 
computers. Moke sure your COM port in the Device Setup menu is set to the port your cable 
is plugged into. 

Sender: 

1 ) Make sure 'Null Modem" is selected in the Remote Device section of the Device 
Setup Menu. 

2) Select "Game "and" Scoring Options" from the Gome Setup menu. 

3) Select "Network or Modem Player" from the Opponent Section of the Gome 
Setup menu and click on OK. 

4) Choose "Transmit" from the menu that just popped up. 

5) Upon connection, the bolls will rock and it will be your turn. 

6) If you want to load a saved game, you may do so now. 

7) Enter your nome by selecting ‘Change Ployer Nome" in the Gome Options 
nftenu. 

8) Ploy pool! 

Receiver: 

1 ) Make sure 'Null Modem" is selected in the Remote Device section of the Device 
Setup Menu. 

2) Select "Network or Modem Player" from the Opponent Section of the Gome 
Setup menu and click on OK. 

3) Choose "Receive" from the menu that just popped up. 

4) Upon connection the balls, will rack and it will be your opponent's turn. 
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Q: How con I improve the look and performance of Virtual Pool? 

A: Using the proper video driver will enhance the resolution and performance of Virival Pool. 
To sef up your video driver, first select ”VfDfO SETUP" from the Main Pool Menu within the 
game. A window will open up, displaying the currently installed video drivers. Click on the 
proper driver to select it, then choose OK. The game will then switch to high-res mode. 

Q: There is no video driver included for my video card. Vi/hat should I do? 

A: Contocf Interplay and see if o driver for your card is available. Vbu con reach Interplay 
Tech Support 171 4) 553-6678 ■ BBS (714) 252-2822. If you want a polite, complete ansv/er 
from our harried but hard-working techs, please be at your computer and be ready to tell 
them what video card is installed in your computer. 

Q: I called Interplay and there isn't a driver available for my video cord. 
Now what? 

A: Sorry. New brands of video cards are being manufactured all the time, so it's possible that 
a driver for your card will be available soon. Also note that some video cards are not power- 
ful enough to support Virtual Pool in High-Res Mode; therefore, no video drivers can be cre- 
ated for them. You can still play the game, luckily; all video cards will support rf>e default res- 
olution mode. 

Q: My mouse doesn't work — what should I do? 

A: You either need to install a DOS mouse driver before starting Virtual Pool or, even better, 
set the Serial Port Option in the "DEVICE SETUP" menu from within the game. Use the 
ESCape key to bring up the Program Control Menu, the arrow keys to move the cursor to 
“DEVICE SETUP, " and the <ENTER> key to select. On the Device Menu, switch to the appro- 
priate Serial Port for your mouse, then move the cursor to "OK" and press ENTER. Selecting a 
serial port will start the Virtual Pool mouse driver, which has been specially designed for the 
game, and may provide better performance. 

If you make a mistake and select the wrong serial port, don't panic — simply re-enter the menu 
system by pressing ESCape; select the correct port using the arrow keys, then press <ENJER>. 

Note that your mouse must be 1 00% Microsoft-compatible to use the Virtual Pool mouse driver. If 
you have a PS/2 or another type of system that uses a BUS-style mouse, you must use a DOS 
mouse driver when running Virtual Pool. 

Q: My sound card was not listed under Sound Setup. Whkh sourtd card do I select? 

A- Most sound cards are compatible with Sound Blaster, so try Sound Blaster Pro 2 or 16. If that 
doesn't work, try Sound Blaster 1, 1.5, 2, or Pro 1. Asa last resort, you may use the Adlib Driver. 
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Q: Why won't Tracking turn on ond why doesn't Undo or Replay work? 

A: Trodcing and Undo are only available while in Practice Mode, or while playing against 
onotfier person on the same computer. Replays are not available for remote play. 

Q: Why don't the balls follow the paths shown by the tracking lines? 

A; Ball paths are highly dependent on cue ball speed. If the cue ball is not struck at the force 
shown by the tracking lines the balls may not follow the paths displayed. This is especially 
true of the cue ball. Press 5, and then press the space bar to strike the balls with the force 
shown by the tracking lines and the balls will follow the exact paths. Hold down the F key 
ond move the mouse back (towards you) to decrease the force; move the mouse 
forward (away from you) to increose the force.. 

Q: Sometimes I can't see the balls after shooting. What can I do to be able 
to see the entire shot? 

A: One way is to zoom out during the shot by pressing the left mouse button and moWng the 
mouse up (away from you) (ZOOM OUT). Alternately, you may press “O," which will give 
you an overhead view of the entire table.. 

Q: I'm practicing a shot over and over ond want to see the result without 
waiting for all the balls to stop rolling. How can I get to the end of a shot 
quickly? 

A: Use the Zip (Z) key to automatically zip to end of the shot. The balls will all jump to the 
position they would have ended up in had you allowed them to roll too stop naturally. 

Q: When I try to use the Remote Play Mode over my Local Area Network 
a message saying "IPX driver not loaded" appears. What's wrong? 

A. Virtual Pool requires on IPX driver for remote play over Local Area Netvrorks (IAN). Look 
for o file named IPX.COM in the software supplied with your network card. Install the IPX dri- 
ver by typing IPX while in the directory that contains the file IPX.COM. 

Q: I'm trying to shoot a ball down the rail but the pocket is off the screen. 
If I zoom out far enough to see the pocket, the balls are too small for 
accurate aiming. Is there a way to see the pocket without having to zoom 
out so far? 

A; Yes. Use the Center (C) key to reposition the viewing center on the screen. Hold down the 
C key and move the mouse to c/ionge the view center to the right or left screen edge. 


27 



DOS/WIndows 3.x 


DOS/WIndows 3.x 


Q: i load a Trick Shot, but when I take the shot it completely misses the 
target. What are you guys trying to pull? 

A: Instead of using the moose to make the shot, use “R" to replay the shot, and you'll see that 
it does in fact work correctly. After watching the shot, press “W to undo the shot and then try 
it yourself. Keep in mind that most trick shots are very difficult, and it might take a bit of 
practice to make the shots yourself 

Q: Virtual Pool runs too slow on my computer. Is there something that I 
can do to speed things up? 

A: Ves Select Preferences from the Program Control Menu, and turn off one or more of the 
Display Options (Show Background. Ball Numbers, Ball Shadows, and/or Window Size). By 
reducing these display oph'ons, Virtual Pool should run quickly on any computer that meets 
the minimum requirements. 

Q: I still have questions. Where can I get more help? 

A: Check the other options on the Start-Up Menu for specific help on a variety of topics. Press 
FI while in the Came to start the Virtual Pool On-Line Help System. Read the section 
"Keyboard Controls“ for a listing and descriphon of all the hot keys in Virtual Pool. 

Q: Is there any ether place I can get help? 

A. Ves. Log on to the Interplay BBS and join Conference 7, the Virtual Pool Conference. 

While you're here, you can read the questions and answers left by other users, ask your own 
questions of our Virtual Pool Expert, and even download new Trick Shots! 

Also check for other Virtual Peel Conferences or Forums on the Internet, 
AOL, CompuServe, ether on-line services, or from your favorite local BBS. 

Interplay BBS: (714) 252-2822 
Internet: support@interploy.corr) 
loterploy Tech Support: (71 4) 553-6678 


Technical Support 

Video Setup 

I Video Setup allows you to configure the gome to your specific video cord. All video cords 
con use the 320x200 VGA mode. Some cords con use the SVGA VESA 1 .2 mode. If possi- 
I ble, always use the driver for your cord/video chip since performance and video resolution 
' will be better. 

When Video Setup is selected, o list of drivers will appear. Look for the nome of the video 
card manufacturer in the list of drivers. If you can't find the name of your cord, you can look 
for the video chip name on your cord. Find the video chip nome for your system by looking 
at the video cord documentation or by looking at your video boord. Drivers for new video 
boards will be posted on interplay's BBS at (71 4) 252-2822. 

Supported cards and chips include: 

320x240 VGA 

640x480 Veso 1 .2 Bios Extension 
640x480 Veso 1 .2 Variant 
640x480 ATI Mach 32 
640x480 ATI Mach 64 
640x480 Cirrus Logic GD54XX 
40x480 Diamond Viper P9000 Accelerated 
640x480 S3 86C801/805/Vision864 
640x480 S3 86C801/805/Vision 864 Accelerated 
640x480 S3 86C928/V«ion964 
640x480 S3 86C928/Vfsion964 Accelerated 
640x480 S3 Trio 32/64 
640x480 S3 Trio 32/64 Accelerated 
640x480 Tseng Labs ET4000 
640x480 Tseng Labs ET4000/W32 Accelerated 
I 640x480 Western Digital 90C31 

. 640x480 Western Digital 90C31 Accelerated 

640x480 Western Digital 90C33 
640x480 Western Digital 90C33 Accelerated 
1024x768 Diamond Viper 

Also check out the compatible sound cards on poge 1 2. 
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Sound Setup 

Sound Setup allows you to configure the game to your sound cord. Choices include: 

None 

AdLib 

Sound Blaster 1 .0, 1 .5, 2.0 
Sound Blaster Pro 1 
Sound Blaster Pro 2 
Pro Audio Spectrum 16 

Device Setup 

The Device Setup menu has three sections: Mouse, Remote Device, ond Modem Port. 

You can set up your mouse to use o DOS mouse driver or the Virtual Pool serial port driver 
on COMl , COM2, COM3, or COM4. The serial port driver con only be used if you hove a 
Microsoft-compatible mouse. If your mouse is not Microsofl-compotible, you must use a DOS 
mouse driver. 

The Remote Device can be set up as o Null Modem, Telephone Modem, or Local Areo 
Network. See the section on Remote Game Play for a description of the connection proce- 
dure. 

The Null Modem connection is an R5232 cable connected to the computer's serial port. The 
port con be selected from the Modem port selection in the Device Setup Menu. This selection 
is used to select the COM port for ^e Null Modem or Telephone Modem remote device. 

The Telephone Modem connection works over telephone lines between two computers with 
Hayes-compolible modems. Configure the modem port selection to the COM port ihot your 
modem is installed on. 

The Local Area Network connection is for two computers on the 
same local area network. It uses the IPX protocol and 
requires an IPX driver to be running for use. 

Some systems will hove IPX drivers already instolled. If 
your system does not you can usually find an IPX driver 
that wos included with your network card, operotirvg sys- 
tem, or network software. Start the IPX driver ot the com- 
mand line or in your autoexec.bat file before starting Virtual 
Pool. 
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Keyboard Control Keys are described in detail below: 

A: Aim 

Move the mouse left or right to oim the cue. Move the mouse forward or back to change the 
up/down angle of the table. Hold the left mouse button and move the mouse back to zoom 
in. Hold the left mouse button and move the mouse forward to zoom out. The view stays cen- 
tered around the cue boll. The Status Area will inform you when you are in Aim Mode. 

S: Shoot 

I Hold the S key down and move the mouse back for your backstroke, and then forward to 
I strike the cue boll. The faster you move the mouse forward, the harder you will strike the cue 
I ball. As with a real pool cue, a smooth stroke is very important. The Status Area will inform 
you when you are in Shoot Mode. 

1 

V: Change View 

Press V to select View Mode. Move the mouse left ond right to rotate the table. Moving the 
mouse forword ond bock changes the up/down ongle of the table. Hold the left mouse button 
and move the mouse forward/bock to Zoom the view. Hold the V key down ond move the 
mouse to change the center of view. The center of view is the point the view rotates about. 
Changing to Aim mode will bring the view back to the cue ball (Aim) view, 

M: Select and move ball 

Hold the M key down to move the currently selected ball. Hold the H key down to change the 
ball selection. "Move" will only work on the cue ball when you have ball-in-hond during a 
gome, or while in practice mode. H only works in proctice mode. 

B: Raise butt of cue 

I For some odvanced shots, such os the mass6 , you must hit the cue ball from above. Hold 

I down the B key and move the mouse forward or bock to bring the butt of the cue up or 

j down. The Status Area will display the cue angle, which will be reset to normal after the shot. 
* 

I C: Move Center Point 

! Hold C and move the mouse to move the center point of the view to a different location on 
the screen. Moving the view in this way does not affect the aim of the shot. 

X: Snap to Overhead 

(Available in Win95 only) Pushing X will move the camera to the overhead position ond 
return if to the previous position when it is released. 
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E: English: Move cue tip 

Hold E ond move the mouse to apply English {chonge the cue tip location on the cue boll). 
The dot on the cue boll indicotes where the cue tip will hit. English is used to place spin on 
the cue balh ond con be very helpFul in moking what would otherwise be impossible shots 
Hitting the cue ball to the left or right of center ploces o left or right spin on the boll. Hitting 
the cue ball above center puts a forward spin on the ball. Hitting below center pots o back- 
wards spin on the cue ball. 

F: Vary Force of Tracking hit 

This option is only available if (T)racking is turned on. While Trucking is on, hold F down and 
move the mouse forward or back to chonge the force of the hit. Tracking Lines gel longer as 
the mouse is pushed forward (Increose Force) ond shorter os the mouse is pulled bock 
(Decrease Force). Use the SPACE BAR to use exactly this amount of force. 

H: Select a different ball to move 

You must first select M first to activote Move; then hold the H key and move the green cross- 
hoir cursor with the mouse over the ball you wish selected. When you releose the H key the 
cursor will snop to the neorest boll. Once the ball is selected, hold the M key to move the ball 
to the desired location. Agoin, this option is only available in Practice Mode. 

Left Mouse Button: Zoom 

Hold the left mouse button down ond move the mouse backwards (down) to zoom in; move 
the mouse forward (up) to zoom out. 

Right Mouse Button: opens Main Menu system 

Press the right mouse button to enter the Moin Menu. You moy also access the Main Menu by 
pressing the FIO key or tfie ESCope Key. 

Shift: Toggle Amplify 

Press the shift key (no need to hold it) to toggle Amplify. "Amplify" will oppeor in the status 
area. Mouse movements are exaggerated while Amplify is turned on. This option is used pri- 
marily for the break. 

Ctrl: toggle Fine Tune 

Press the Ctrl key (no need to hold it) to toggle Fine Tune. "Fine Tune" will appear in the status 
area. Mouse movements are much more precise while Fine Tune is turned on. Use this control 
for setting up trick shots or anytime precision alignment is needed. It also corrses in handy for 
hitting the cue ball softly for those delicate trick shots. 
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L: Toggle table lines 

Press the L key to toggle the table lines on or off. 

R: Replay last shot 

Press R to replay the previous shot. You can change the rote of replay (even during replay) 
with the + and - keys. Replay is not ovoiloble for remote play. 

T: Toggle Tracking 

TheT key will toggle the Tracking Lines on and off. Trucking shows you the path of every boll on 
the table, based on the current aim and force setting. Eoch ball's path is indicated by a line of the 
same color as the ball — ie. striped balls have striped paths and so on. The Trucking lines end 
where the ball will stop. The exoct path balls will follow is based portly on the brce of the hit. To 
hit the cue ball with exactly the force shown by Tracking, press S and then press the space bor 
instead of shooting the boll with the mouse. Toggle Trocking does not work during remote play. 

U: Unde 

Press U to Undo the lost shot. The view will reset to the Aim and table position of the previous 
shot. This is very useful for practicing shots. Undo is not available when playing a computer 
opponent, or when connected to a remote player via network or modem. 

Z: Zip to result 

Press Z after you shoot to progress immediately to the end of the shot. Z will skip to the result 
of the shot, plocing the balls where they would hove ended up if ollowed to roll naturally to a 
stop. Zip is r>ot ovailoble on remote ploy. 

e/s: Increose replay rote 

The + key (or the » key) will step up the reploy rote to 1/8 speed, 1/4 speed, 1/2 speed, or 
1 (full) speed. The reploy rate is shown at the top right of the status area ond con be adjusted 
at any time, even during a reploy. 

Decrease replay rate 

The • key will slow down the replay rote — your choices are 1 /8 speed, 1 /4 speed, 1 /2 
speed, or 1 (full) speed. Again, the replay rate is shown at the top right of the status area 
and can be odjusted at any time. 

Alt*C: Send communication to remote player (also / in Win95) 

Press Alt-C and you will be able to send a text message to a remote player. Your notice can 
only be one line across the screen — if you need more room, sorry, you'll hove to send the 
message in more than one piece. Pressing Enter when you are done enters your message, 
and it will be sent to the remote player (in Win95 the message can be multiple lines). 
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Alt'L: Load Saved Game or Saved Position 

Use tfiis command to load o previously saved game. In practice mode, this will load a menu 
of saved trick shots. 

Alt-M: Declare miscall on previous shot 

Most games require players to coll their shots. The shot you are attempting is obvious to you, 
of course, but if a shot doesn't go in as you planned, how is the computer supposed to know? 
It can't read your mind, so in Virtuol Pool you're on the honor system to odmit your mistakes. 
Press Alt-M and play will proceed to the next player. Not available in Proctice Mode or dur- 
ing Remote Play. 

Alt-P: Pocket Selected Ball 

Pressing Alt-P will pocket the currently selected boH. This option only works while in Move 
Mode, Practice or Trick Shot mode. 

Alt-Q: Quit current match 

Alt-Q quits the current match — don't worry if you hit it by accident, you will be asked to 
confirm this option. Gome ond Foul totals will reset to zero for both players. Quit current 
match is not available with remote ploy. 

Alt-S: Save game or position 

Alt'S soves the current gome. You con use this to save o game to resume krter, or you can use 
it to sove trick shots. You must enter o nome to save the shot under. 

Alt'T: Change player turn 

If you want to ploy "push out" rules, let your opponent try again, or just got mixed up whose 
turn it was, press Alt-T and play will go to the other player without the movement of any balls 
or the ossessment of any fouls. Change ployer turn is not avoilable with remote play. 

INS/DEL: Spot and Pocket Balls 

In the Dos/Win 3.x version, INS will bring up a menu to spot balls from and DEL will bring 
up a menu to pocket balls. In the Win95 version, INS will bring up o menu from which you 
can spot or pocket balls. 
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Scoring 

Scoring is handled differently depending on the particular game thot is being played: 

• In 8-Boll, the winner of a gome is whoever sinks the black 8-ball. However, you must sink 
oil of the solid balls (f -7) or all of the striped balls (9-15) first. Fouling on the 8-Ball or pre- 
maturely sinking the 8-boll loses the gome. 

• In 9-Boll, the winner is the person who sinks the 9-ball. The lowest boll on the table must be 
hit first. 

• In Rotation Pool, the object is to reach 61 points. When you sink a ball, you receive that 
ball's number as points. As in 9-Ball, the lowest rtumbered boll must be hit first. 

• In Stroight Pool, the object is to reach a pre-determined number of points. Eoch boll pocket- 
ed scores one point. Fouls subtract points from your score. See the Straight Pool rules for 
details on penalties. 

Tracking and Force 


Have you ever wished that you could tell exactly svhot those ricocheting bolls ore going to do 
before you take the shot and test your luck? In Virtual Pool you con do just thot. Tracking lets 
you see the projected paths of the bolls, depending on how you're about to strike them. Press 
T to turn Tracking on — colored lines will appear, showing where the bolls will roll. The colors 
of the lines correspond to the colors of the balls; logicolly, solid-colored bolls hove solid lines 
ond striped bolls hove dashed lines. As you move the mouse to adjust the aim, the frocking 
lines will shift in response. Just like in real pool, how hard you hit the balls mokes a differ- 
ence os to where they'll end up. You con change the force setting by holding down the F key 
and either moving the mouse forword to increase force or bock to decrease force. 

While Trocking is on, you can take the shot with the exact amount of force shown by press- 
ing the S key to activate Shoot Mode ond then pressing the space bar. If you shoot the shot 
yourself, the bolls moy not follow the same poths because the force may be different. Moving 
the cue tip on the cue boll or changing the cue angle also affects the tracking lines. Figure A 
shows 0 shot lined up with Tracking on. Tracking is not available during remote or computer 
opponent ploy. 
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Practice Mode 

To practice pool or set up trick shots, select ProcticeArick Shots. You will hove no opponent 
while practicing. 

• You con add or place the cue ball wherever /ou want by pressing and holding the M key 
and then moving the mouse. While in Move Mode, a green 3-D cursor will appear above the 
selected ball. To select a diFferent ball to move, press and hold the H key down, move the cur- 
sor (using the mouse) over the ball you want to move, then release the H key. The cursor will 
lock to the nearest boll, which you can then move by holding the M key ond moving the 
mouse. 

• You can remove balls From the toble by pressing the Delete (Win3.x/DOS) or Insert 
(Win 95) key to open the Pocket Balls vrindow, or>d then clicking on the bolls you wish to 
eliminote. 

• You can spot (piece o boll) ot the Foot spot by pressing the Insert key ond then selecting the 
ball or balls to spot From the Spot Boll window. 

• To re-rack the balls and start over ogoin, then select the rock For the gome you want to 
practice. 

The Table 

The table in Virtual Pool is proportioned like o starsdord 4 1 /2 x 9 Ft. tournoment table There 
are pockets in each oF the four corners ond holFwoy down both oF the longer sides. There are 
three diamonds between every pair oF pockets. The heed string goes ocross the table at the 
second diomond From the head oF the table. The fo«t spot is where the Front ball is placed 
when the balls are racked. 
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You can play Virtual Pool ogainst a variety oF diFFerent computer opponents, each with his or 
her own skill level and style oF play. The computer opponents are (in ascending order oF skill): 

Mrs. Often 
Eiza Crost 
Troy Zinvone 
Wild Ball Hickok 
Cautious Clay 
Buster Cluster 
Bram Stroker 
Rail McCoy 
Dead-Eye Dan 

Computer players toward the beginning oF the list moke good opponents for the average 
player; those neor the end oF the list will provide a challenging game for the most seasoned 
proFessionols. 

Pool Rules 

General Pool Rules 

For Q legol shot, the cue botl must hit o ball and then either a) the cue boll must hit a rail, b) 
an object ball must hit o roil, or c) an object ball must be pocketed. If none of the above con- 
ditions are met, the shot is o scratch, or foul. The penalty for a Foul is ball-in-hond for the 
opponent. A turn ends when the player foils to pocket a ball or fouls. 

Rotation Pool 

The object of the game is to be the first player to reach 61 points. The cue ball must hit the 
lowest-numbered ball first. Legolly pocketed bolls count as their numbered value — there are 
1 20 points available on the table. A foul results in boil-in-hand anywhere on table. Illegally 
pocketed balls are spotted. 
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Straight Pool 

The object is to reoch a point score determined at the beginning of the match. Any legally 
pocketed ball is worth one point. Balls pocketed in addition to the called ball also count for 
one point. A turn goes until the shooting player misses, commits a foul, or wins the game. A 
foul on the breok is -2 points. Any foul after the breok is -1 point. Three consecutive fouls 
results in a loss of 1 5 points. A foul results in ball-in-hond behind the head string. On the 
break, the cue ball and tv/o other balls must hit a rail. Ployers must call a boll and a pocket, 
but other than that there are no restrictions on the type of shot token. Fifteen balls are racked 
the first tim€. WKdn only ond boll rcfnoinS/ tfi6 fourt66n ors rockod. Tho boll$ oro 
rocked with a space for the fifteenth ball on the foot ^>ot. If the fifteenth ball interferes with 
the racking of the other fourteen, it is placed ot the foot spot. If the cue ball interferes with the 
rack, then the shooter has boll-in-band in the kitchen. 

6-Ball 

The object of 8-Boll is to either o) pocket all 7 stripes or all 7 solids then pocket the 8-ball, or 
b) to pocket the 8-boll on the break without scratching. A foul on break results in ball-in-hond 
behind the heod string, Other fouls result in boll-in-hand anywhere on table. The first player 
to pocket o boll gets "ownership" of fhot color for the rest of the game, be it stripes or solids. 
After ownership is determined, you must be careful that the cue Irall olways hits one of your 
own balls first. When you're going for the 8-ball, the cue ball must hit the 8-ball first. 
Pocketing the 8-ball premoturely loses. Fouling on the 8-ball loses. Players must coll 8-ball. 
Miscall on 8-ball loses. 


9-Ball 

Nine balls numbered one through nine ore rocked in a diomond shape with the 1-boll at the 
front ond the 9-ball in the center. The lowest numbered ball must be hit first. Failure to do so 
results in boll-in-hand for the opponent. The 9-ball can be pocketed at any time as long as 
the lowest numbered ball is hit first. An illegally-pocketed 9-ball is spotted; others stoy down. 

Shark Skins 

This goal of this one player game is to ottain the lowest possible score. The gome is played in 
three racks, and each shot scores one point. The first rack is three bolls, the second six, ond 
the third is o typical 9-Boll rack. Your goal on the three boll rack is to pocket all of the balls. 
Your goal on the six ond nine boll rocks is to pocket the highest numbered boll in the least 
number of shots. The lowest ball on the table must be hit first each shot regardless of the rock, 
but in the six and nine boll racks the highest ball can be sunk at any time to finish the rack 
A foul will add a penalty point and the cost of the stroke. 
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Pool Fundamentals 

This section describes pool fundamentals thot apply to both Virtual Pool and Pool in general. 
Studying this section will improve both your real and virtual games. One major advantage 
you hove in Virtual Pool is a perfect pool stroke. Your cue stick is guaranteed to stroke 
straight and put spin on the cue ball just like a chompionship-coliber ployer. To play well, 
edge and hone your speed control. 

Virtual Pool Tip: 

Try lowering your mouse sensitivity if you're having trouble with Speed 
Control. 

Cue Tip Position 

Virtuol Pool allov/5 you to change the position of the cue tip on the ball — and therefore the 
path of the boll — just like in the real game. Altering the position of the cue tip with the E key 
will alter the path that the balls take. 

The diogrom below shows terminology for cue tip positions on the side of the cue boll. 
Combinations of these ore expressed as high right {follow and right) English or low left (draw 
and left) English. Distonces from center of cue ore usually expressed in cue tips os in: "follow 
with half a cue tip of right." Virtual Pool allows you 
to be very precise with cue tip placement. 

You might want to start out using 
center-boll hits only. Then, when 
you feel confident enough with 
the gome controls to odd a 
little more flair to your 
shots, practice using fol- 
low and draw to chonge 
cue boll poths. Follow 
and draw hove the most 
effect on shots with less 
cut angles. English has its 
greatest effect on the cue 
boll's path when the ball 
ricochets off of a roil. 

Draw 
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Aiming Shots 

Practice aiming shots initially using center boll hits. The diogrom below shows the place the 
cue ball must be when it contacts the object ball to sink the ball in the corner pocket. One 
technique of aiming is to imagine o ball in this position and try to hit the imoginory bail full- 
on as shown in the diagram below. 



Virtual Pool Tip: 

As in real life, you can get a new 
perspective by raising your head a foot or 
two for a better view of the angle between 
the pocket, object ball, and cue ball. 
However, the amount of cut between the cue 
ball and object ball can be seen more easily 
with your head closer to the cue ball. Tilting 
the table up and down (by moving the 
mouse forward and bockward) will help you 
use the angle to cut better. 


Bank Shot 

If you can hit the object boll with the cue ball 
and bounce the object ball off one or more rails 
then into a pocket, you've just pulled off a bank 
shot. The basic technique for aiming bank shots 
is to first assume thot the boll will rebound at the 
same ongle that it hits the cushion. This con be 
used to estimate the angle; however, you must be 
aware of the effect that ball speed has on rails. 
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It is a common misconception that a ball will always bounce off the roil at exactly the same 
angle at which it hits the rail. This is close but not quite true. The exact angle that a ball will 
bounce off the roil is based on a combination of the angle the boll hits the rail, the speed at 
which the ball is moving, and the onK>unl and type of spin you've put on the boll. As you can 
see, this is a little trickier than it looks! 



Shown on the previous page and to the left ore 
two bank shots which are lined up the same 
way... but whereas the one on the top was hit 
softly, the one on the bottom was struck hard. As 
you con see, the ball which was hit hard 
rebounds at a more shallow angle. 


Cue Boll Path: 

The cue ball always starts on a path perpen- 
dicular to your cue oim. It will then curve for 
ward or backward as the spin on the ball 
chonges. Shown right is o center ball hit 
Nvhich curves forward o bit. If this ball was 
hit border, it would stay straight longer and 
hit the end roil further from the pocket. If hit 
with o softer stroke, it would scrotch in the 
corner pocket. Knowing which path the cue 
ball takes with center ball hits is the first step 
to learning how to control the cue ball. 

Draw and Follow: 

For straight-in shots, “drawing" the cue ball by hitting it below-center will bring the cue ball 
back towords you. "Follow," which is opplied by hitting the cue ball above-center, will move 
the cue ball forword, away from you. The farther oway from center you hit the cue boll, the 
more spin will be applied. 
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With shots at an angle, draw and follow affect how the cue ball curves off of the perpendicu- 
lar line. Follow causes the cue ball to curve forward more and move horward from the line 
quicker Draw causes the cue ball to curve back from the perpendicular line. As the angle of 
the shot increases, draw and follow have less effect on the cue ball path. 

(Getting confused? Don't worry, it'll all become dear when you try it yourself. Feel free to 
play oround with these options; take some time to give yourself o feel for choosing and 
setting up a useful spin.) 



Draw ond follow can be put on the cue boll by pressing and holding the E key ond then 
moving the mouse to change the cue tip position vertically on the cue boll. The blue dot on 
the cue ball shows where the cue tip will hit. 


Shown below are two exomples of how draw ond follow 


Follow 


Draw 
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Centerball 


English 

You can apply English (side spin) by hitting 
the cue boll off center to the left (for left 
spin) or to the right (for right spin). It's 
much eosier in a precision computer envi- 
ronment then with a reol cue — this is your 
big chance to try out all those shots and 
tricks thot the experts use. To put English on 
the cue ball, hold the E key and move the 
mouse. The blue dot on the cue ball will 
show where the cue tip will hit. English hos 



Left English 


its greatest effect on cue ball path when a 
rail is hit, as it changes the angle at which 
the cue boll rebounds from the rail. Plus, it 
con add or remove speed horn the cue 
boll. Shown below is the effect of English 
on a cue ball path. The top picture shows o 
cue ball hit with center boll and the bottom 
0 cue boll hit with left English. 
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Combinations 

A combination is o shot where two or more object bolls ore hit in sequence to pocket an 
object ball. To line up a two-ball combination, Rrst Rgure out the "contact point" on the sec- 
ond ball — the spot on 


the ball where you 
must hit it so that it'll 


« 



shoot into the pocket. 
Then determine the 
contact point on the 
First boll thot will cause 
it to hit the second 
ball's contact point. 
Now aim the cue ball 
at the first ball's con- 
tact point. A two-boll 
combination is shown 
right. 







Corom 

A corom shot is where a boll (cue or 
object] hits off another boll. The example 
left shows a nine ball shot played by car- 
oming the cue boll off the low ball on the 
table so that it pockets tfw nine boll. Use 
the knowledge learned from the sections on 
cue boll path ond draw and follow to 
become proficient at caroms. 
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Virtual Pool is so realistic that it accurately models even the more obscure physicol properties 
of a real pool table. This section reveols some unusual details that are not general knowledge 
outside of the reolm of professional pool players. 

Kiss 

In pool, a kiss is a carom shot where two object balls are frozen together (touching each 
other) and a perpendicular line between them goes into a pocket. Just hit the object ball on 
the side of the ball opposite the pocket ond it's in. 




Common Section 



Ball Throw 

Balls are thrown off-line by the Friction 
between balls. Shown below is an illustration 
of the actual target line based upon the con- 
tact point between the cue ball and object 
ball. Note that the actual ball path hos been 
'thrown' off the torget line. You can use 
English to offset ball throw. This happens 
because the slight angular velocity as the ball 
revolves cancels out the friction effect 
between the cue boll and object ball. 


Spin Transfer 

The same friction 
which makes an 
object ball "throw* 
also transfers spin 
from ball to boll. It's 
a small difference, 
but if you wont to 
be a pro you've got 
to pay attention to 
every detail; in 
other words, when 
you're using 
English, you should 
remember to com- 
pensate for Spin 


1 

y ^ 


• 

f 


- J 

Center Ball 

Left English 


Transfer when you're 
lining up your shot. 

Shown below are two bank shots aimed on the some line and hit at the same speed. The shot 
on the left is hit with center ball. The shot on the right is hit with left English. The rebound 
angle of the shot on the right is increosed becouse of spin transfer from the cue boll to the 
object ball. Left spin on the cue ball is transferred to the object ball as right spin, causing the 
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rebound angle to increase. Agoin, ploy around with this type of shot to get comfortoble with 
it before trying it in a big game. 


Masse 



Hitting downward on the cue ball by raising the butt of the cue is colled o mosse shot. (This is 
the kind of shot banned in many sets of house rules because inexperienced players are quite 

likely to miss the ball completely, stabbing 
down with the cue stick ond tearing o gash 
in the table's feltl) The cue ball will curve 
in the direction of ony English applied to 
the ball; therefore, a moss6 shot hit to the 
side of the cue ball will curve to the 
so on. How much the ball 
how sharp the curve is, ond how 
cue ball moves ore of course deter- 
mined by: 


• The butt angle of the cue stick 

• The cue tip position 

• The speed of the stroke 


Masse shots ore difficult to master, but with some work they can be quite effective. Shown 
below is a masse shot with a significant omount of curvature — this would mean major dam- 
age to o reol table if you missed! You definitely should procfice for a while before 
trying a shot like this in a game. 

Virtual Pool Tip: 

The butt angle readout in 


the status area makes it 
easier to reproduce masse 
shots. Find out which angles 
work for certain types of 
shots and you'll find it much 
easier to pull them off in 
game situations. 
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Helpful Hints 

• Use tlie Amplify feature when breaking (toking the first shot of the game). 

• Practice with Tracking on until you feel comfortoble lining up shots 
yourself. Experiment with Tracking. Line up difficult shots without 
Tracking, then turn Tracking on to see how close you were. Remember, 
onything you learn here con be applied to o real pool table. 

• Use the Replay feature to see how you can correct missed shots. 

• The force with which you strike the cue boll has on effect on the path the 
cue ball will take, especially when you add some drew, bilow, or English. 
Use Tracking to experiment with varying force and different cue tip 
positions. 



8‘ball A pool game where the object is to pocket oil of the striped or solid 

bolls, savirrg the 8-boll for lost. 

9-ball A pool gome where the object is to sir»k the 9-boll. 

Amplify Mouse movements ore exaggerated when amplify is on. Toggle Amplify with the 

shift key. 

balt-in-hand . . . ,A ployer who has boll-in-hond con ploce the ball anywhere on the toble or 
(depending on the gome and situation) onywhere behind the heod string, 
bank . .Playing a boll off of one or more rails and then into a pocket. 

break The first shot, the one which scatters the rocked bolls. 

toll Specifying the boll ond pocket for a shot ottempt. 

carom shot .Ploying ony boll off on object boll to knock another object boll into o pocket, 

combination .Ploying a shot that hits mulhple object balls in series ond pockofirM the last object 

bail hit. 

ewe baii The white ball ihot you hit with the cue stick so thot it strikes the other bolls. 

cue stick The stick used to hit the cue boll. 

cue tip The end of the cue stick that mokes contact with the cue boll. 

diamonds . .Markers on the table thot ore used to ossist aiming. The markers arvd the pockets 

divide the long side of the table into eight equol parts. The morkers divide the short 
side of the toble into four equal ports. 

draw To hit the cue ball below centw. 

end rail The rails at either end of the table. 

English Hitting the cue ball off center to the right or left producing right or left spin on the 

boll. 

Fine Tune ..... .Mouse movements ore less sensitive when Fine Tune is on, so mouse nsovements 
moke smoll changes. Toggle Fine Tune with the Ctrl key. 
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follow To hit the cue boll above center. 

foot The end of the table where the bolls are rocked for the break. 

foot spot . . ... .The center of the foot end of the toble, marked by the second diamond ot the foot 
end. This is svhere the bolls ore rocked and spotted. 

foul An infrodion of the rules of ploy as defined in either the general or the specific 

game rules. The penally depends on gome. 

frozen A ball which is touching the roil or another boll. 

heod The end of the toble where the cue boll is pioced lor the breok. 

head string .The line between the two center diamonds at the heod of the toble. You must break 

from behind this line. 

head spot The center of the head sirirtg. 

house rules . Many pool halls ond bors hove their owm specific set of rules for □ gome. For 

instance, mony places don’t allow masse shots for feor of domoge to the tobies' felt. 
Other house rules might cover bonking the 8-boll, etc., 
inning .... . One person’s turn of the toble Ends ot the end of the gome, o missed shot, or a 

foul. 

kiss shot . . .Hitting two frozen object bolls at an ongle so that an object ball is pocketed along 
the line perpendicubr to the frozen bolls. 

masse A shot in which extreme English is applied to the cue boll by meons of eievoting the 

butt of the cue. 

miscall Making a shot other than the one intended. 

object ball . . .Any boll hit by the cue boll. 

pocket To legally sink o boll into a pocket. The word 'moke'' is also used. 

position To pocket a boll and leave the cue boll in position for the next shot. 

roce To ploy a match where the winner is the first to win o specified number of games. 

rock To set up the balls at the beginning of the gome; also, the cluster of bolls set up at 

the beginning of the game. f 

roils .The roised edges of the playing surfoce off of which the balls bounce, 

rotation pool . .A pool game where you hove to sirjc the bolls in numerical order. Eoch boll is worth 
its number of poiisfs. 

run . . To moke severol consecutive balls. . 

run out To moke all of the balls on the table without giving your opponent o chance to 

shoot- 

scratch PockeHng the cue boll. 

side rail . The rails on the sides of the table, 

slop A ball that is pocketed by luck. 

spot To ploce a boll at the foot spot os the resuh of o scrotch or other foul. 

straight pool . . .A game where the balls ore worth one point each and can be pocketed in any 
order. The game is played up to □ pre set number of points. 

Trocking . . . .Feature of Virtual Pool that shows you the exoct poth of every ball on the table, 
based on the current Aim and Force Level. 
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Win95 Credits 

For Celeris: 

ProducHon Manoger: Steve Chaplin 
Original Lead Programming: RAS'PUTIN' 
Programmers: Matt Soares, Steve Chaplin, Alon 
White, Romesh Prakashpalon 
Simulation Modeling: RAS'PUTIN' 

Gome Sound: Steve Chaplin 

Program Design: Steve Choplin, RAS'PUTIN' 

Multimedia Production Manager: Ed Ritchie 

For Interplay: 

Producer: Chris Porker 

Line Producers: Jeff Bomhart and Brandon Lang 
3D Background Graphics: Christopher Regalado, 

Rob Nesler, Michael Sherc^ 

Opening Animation Sequetsce: Michoel Sherok, 

Fred Kaplon 

Grophic Design: Patrizio Schorli 

FMV Technician: Bill Stoudt 

FM'</ Audio Mastering: Sergio Bustamante 

Director of Quality Assurance: Chod Allison 

Assistant Director of Ouolity 

Assuronce: Colin Totmon 

Lead Testers: Steve Victory ond AAorvic Amboto 

Testers: Even Chantland, Stephan Reed. Renee 

Haikki, Steve Baldoni, Greg Baumeister, Amy Mitchell, 

Charles Croil, Robert Minnick, Anthony Ibylor, 

Chris Peak 

Special Thanks To: Feargus Urquhart, Joy Patel. All 
Atobek, Paul Kellner, Don Williams, and Seon 
Cramer. 

Music Credits; ^ 

As Long As There's You 

Lyrics and Music by Ronald Valdez 

Lead Vocols by Chorlie Clark 

Bfock Boll 

Lyrics and Music by Rorrald Valdez 
Lead Vocals by David Eisley 

How 'Bout You 

Lyrics and Music by Ronold Valdez 
Leod Vocals by Andrea Robinson 

Nothing To Say 

Music by Rick Jockson 

Lyrics by Rick Jackson and Ronald Valdez 

Lead Vocals by Randy Crenshovr 


Woter's Edge 

Lyrics ond Musk by Brian Luzietti 
Lead Vocols by Liz Constantine 

AAusicions Recorded by Milton Chon at The 

Enterprise, Burbonk, CA 

Vocols Recorded by AAihon Chon at The Record 

Plont, Hollywood, CA 

Boss by Charlie Ewing 

Drums by John Wockarman 

Guitars by Brian Luzietti 

Keyboords by RonoJd Valdez 

Background Vocals by Ar>drea Robinson, Angie 

Jorre, Totrwny Furtderburk ond Roger Freeland 

Good Thong 

Lyrics ond Music by Andre Egons 

Produced by Chorles Deenen and Andre Egons 

Vocals Recorded by Jeon I'J.J.') Smit at The Record 

Plont, Hollywood, CA 

All Instalments by Andre Egons 

leod Vocols by Voierie Doby 

Bockground Vocals by Attdre Egons ortd Tosha Elorr 

VR Into the Night 

lyrks and Musk by Gregory R. Aller> and Chazz 
'feeds Recorded ^ Jeon (“JJ.") Smit ot The Record 
Plont, Hollywood, CA 

and by Gregory R. Allen at Interploy Productions, 
Irvine, CA 

All Instrurrwits by Gregory R. Alien 

Lead Voeds by Oe'Netrio Chomps 

Bockground Vocals by Gregory R. Allen ond Chazz 

Lose My Way 

Lyrics and Music by Ronald Vddez 

Produced by Chorles Deenen ond Ronold Valdez 

Vocals Recorded by Jeon CJ J.') Smit at The Record 

Plont, Hollywood, CA 

Keyboards by Ronald Voldez 

Guitar by Brian Luzietti 

Drum Progromming by Ronold Valdez and 
Charles Deenen 

Lead Vocals by Slocy Darin 

Bockground Vocols by Andre Egons ond Stocy Darin 


All songs Mixed by Jean I'J J.*) Smit at The Record 
Plont, Hdlywood, CA and Sour>dcostie. Los Angeles, 
CA. except Good Thong and VR Into the Night 
Mixed by Charles Deenen at Interplay Productions, 
Irvine, CA Lose My Way Mixed by Jean Smit and 
Chorles Deenen at The Record Plont. 

All songs Mastered by Steve Hall at Future Disc, 
except lose My Way Mostered by Charles Deenen at 
Inlerploy Productions, Irvine, CA 

Audio Director: Charles Deenen 
Music Supervisor: Brion Luzietti 
Production Coordinator. Ronold Valdez 
Vocol Coniroclor: Andrea Robinson 
Audio Assistant: Cheryl Posner 
Music Editing: Doug Rappoport 

Thanks to James Peacock. Rose Monn, Amy Burr, the 
wonderful staff at The Record Plant, Audio Affects 
and Mike Morongell 

DOS Credits 

For Celerie: 

Production Monoger: Steve Choplin 
leod Progromnser RAS’PUTIN' 

Progrommen: Mott Soores, Steve Choplin 
Simulation Modeling RAS'PUTV'T 
Gome Sound: Steve Chaplin 
Gome Design: Steve Ch^in, RAS'PUTIN' 

Progrom Design: RAS'PUTIN' 

MulHMedk) Production Manoger: Ed Ritchie 
Tutoriol and Gome Intro Script Ed Ritchie 

For Interplay: 

Producer: All Atobek 
Line Producer: Poul Kellner 

Video Compression and Ploybock Technology: Paul 
Edelstein 

3D Background Graphks. Christopher Regalodo, 
Rob Nesler. Mkhoel Sherok 

Opening Animation SequerKe. Mkhoel Sherok, Fred 
Kaplan 

MotmoI Writer: Kelly O'Guinn 

Graphic Design: Dove Goines 

Director of Quality Assurance: Jeremy S. Barnes 

Lead Tester: Chris Parker 


Testers: Jeremy Barnes, Jeff Barnhart, 

Derek Bullard, Yulu Furumi, Tim Horris, 

Chris Keenan, Brion Mclnemy, Darren Monohan 
Aaron Oliaz, Jock Parker, Stocy Patterson Steve 
Pendelton, Frank Pimentel, Kyle Shubd Jason 
Suinn, Lorry Smith, Jeff Woods 

For Rhapsody Productions: 

MultiMedia Producer: Don J. Foegelle 

Video Production Team: 

Director: Mkhel C. Resnick 

Producrion Manager: David Wolfson 

Director of Phologrc^hy Don Curtis 

Key Grip: Tim Soronen 

Key Grip: Mark Putnam 

Camera Assistant: Oinnis Barth 

Production AssistonI: Paul Wung 

Continuity: Deborah Foegelle 

Production Studio; Roleigh Studios, Hollywood, CA. 

Camera Geor. Broodcosl Plus 
Billiard Toble: AAA Billiards of Beverly Hills 
Voice of 'History of Pool"' Nick Tale 
Documentory Producer Kate Coe 
Opening Animated Sequence: Fred Kaplan 
Post Production Foeilities: Rhapsody Medio Lob 
Pocific Oceon Post 

Special Thonks: Mike Shomos, 

The BilliardArchives 

Billiards Digest The Billiards Congress of Anwico 
Rebrances The ScierKes of Pocket Billiords 
Jock H. Koehler, Robert Bryn^^lsndard Book of 
Pool ond Billiards 

Virtual Reality Effects Creoted Using 
3 Dimensionol '/ideo Acceleration - 
© 1995 Celeris, Inc. 

feCeleriA* 
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Customer Support 


If you hove ony questions about this, or any other Interpkiy product, you con reoch our Customer Service/1echnia]l 
Support Group at: 

Interploy, 16815 Von Kormcn Avenue, Irvine, CA 92606 Attn Customer Service. Customer Service isovoiWjle 24 
hours G day through our Automoted Customer Service system, with a Customer Service representotive ovoiloble during 
normal business hours at (949) 553-6678. Please hove your system inlormolion ovoik^, or belter yet, try to be at 
your computer. The more detoiled information you con provide our support personnel, the better service we con pro- 
vide you. 

If you hove a modem, you con reoch us at the following. 

Internet: 

You con reoch Interploy by serxJing Interrset E-mail to 'supportOmteqilay.com*. Many Interplay demos, patches and 
hints ore ovoiloble at our www and FTP sites. To visit our World Wide Web site, point your browser to 
'http://wwwinterplay.com' or you may FTP to ttp.intotplay.com 

The Interplay BBS: 

We hove a 24-hour, 7-doy o week muhiline BBS ovoiloble for cummer questions, support and Rxes. The number Is 
949 252-2822. Modem settings ore 300-26 8k Bciud, V.32bls, V.42bis, 6-N-1 . You also may contoct our BBS over 
the Internet. Telnet to bbs.interploy.com. This is 0 free 
service. lExcluding toll chorges.) 

America Online: 

You con E-moil Interploy Customer Support at IPTECH To reodi our Customer Support board in the Industry 
Connection, press CTRL-K lor 'Go To Keyvrord.' Then type INTERPLAY In the Keyrword window. In addition to reoding 
and leaving messogas, you con downlead fixes and demos from the 'Soflwore Libraries.' 

CompuServe: 

We ore ovoiloble for IBM and compatible on-line support. We ore located in the Gome Publishers B Forum, type GO 
GAMBPUB at ony 'I' prompt. Then select 'Section 4' for Interplo y Productions. You con leove techni«4 support ques 
tions there. You con also dowrdood hxes and demos from Librory 4 in GAMBPUB The best pioce (or gome ploy hints 
about our gomes is in the GAMERS forum, if you ore not oireody a Cort^Serve member, you eon coll CompuServe 
toll-free at 1-SOO-524-33S8 and ask Representative *354 fora free introductory membership and o SI5 usage credit. 
For gome ploy hints look in the Gamer's Forum (GO GAMERS). Besides tachnicol support k>r Interploy products. 
CompuServe offers many other services, including communications, reference librories, 
hardware and software support, travel, gomes ond much more. 
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Limited Warranty 


INTERPLAY UMmSD 90-DAY WARRANTY 

Interplay worronis to the otiginol purchaser of *iis Interplay Produchons™ product that the compod disc or floppy disk(s) 
on which the software progroms ore recorded will be W from defects in material and workmonship for 90 days from the 
dote of pundiose. If the compod disc or floppy t6sk(sl is found defective within 90 doys of original purchase, Interplay 
ogrees to reploce, free of dwrge, ony produd discovered to be defedive wiRiin such period upon receipt ot its Rsctory ser- 
vice center ol the produO, posWge paid, with proof of the dole of purchase. This worronly is limited to the compod disc or 
floppy diskjs) contoining the sofhvore program originally provided by InterpJoy ond is not applicable to normal weor and 
Mor. This sholl be void il the deled hos otisen ihrou^ obuse, mislraolmenl, or negled. Any imf^ied worronties opplicoWe 
to this produd, including worronliei of merchcuttabilily ond fitness lor o porticuior purpose ore disdoimed. Interploy dis- 
oil rtsponstbilHy for ir>ckWtlal or con$aqoenHol domo9^- 

Some slates do not ollow limllotions os to herw long on implied worronly losB ond/or exclusions or 

limitations of incidentol or consequenliol domoges so the obove limilrtions ond/or exclusions or liobitily may not apply to 

you. This vrarronty gives you specific rights, ond you moy olso hove other rights which voiy from state to stole. 


Ufetime Warranty 

If die compod disc or floppy disWsI should foil after the originol 90-doy worronly period has expired, you may return the 
softivore progrctei to Interptoy ot the oddtess noted bekjw with o check or money order for $5.00 (U.S. currency), which 
indudes postage end handling, end Interploy will moil a replocement to you. 'fo receive o repkjcement, you need to enclose 
Iheorigirxd defective compod disc or flo^ disk(s) in protecHve pockoging occomponied by: (l|o $5.00 check or money 
order, (2) a brief statement describing the defed. ond (3) your return oddress. If you hove o problem with your software, 
you moy wish to eon us first ot 1949) 553-6678. If your compod disc is defedive ond o replocement is necessary, U.RS. or 
regisiteed moil is recommended for returns. Please send the defective disc(s) only (not the box) with a description of the 
problem and $5.00 to: 

Worronty Repfecements 
Interplciy Piaduetions 
16815 Von Konnon Avenue 
Irvine. Colifomia 92606 

Copying Prohibited 

This software produd ond the monuol ore copyrighted ond oil rights ore reserved by Inlerploy ProducHoos ond ore proled- 
ed by the copyright lows that pertain to computer sofevore. You moy not copy the sofevore except ihol you moy moke ore 
copy of the soflwore solely fer boekup or orehivol purposes You may not loon, sell, rent, lease, give, sub license, or other- 
wise lionsfer the softwore (or any copy) You may not modify, odopi, Ironslote, creole denvolive works, decompile, disos- 
semble, or olhtevrise reverse engineer or derive source code from, all or ony portion of the softwore or onylhing incorpo- 
roted therein Of permit or encouroge any third porty to do so. 

NOTICE: Interplay reserves the right to moke medifieotions or improvements to the produd described in this monuol at ony 
lime and without notice. 
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WORLD WIDE WEB SITE 


INTERPLAY’S 


'Welcome to the Interplay Webl As a company dedicated to providing innovative, 
high-quality interactive entertainment software, we are always striving to stay as close as 
possible to the leading edge of technology. This Web site is the latest example cjf our 
ongoing effort to provide a wealth of information and opportunibes to you. 

As a company of fanatic gamers, we love the idea of gamers all over the world tapping 
into cyberspace to see, touch and feel our latest games. No hype, no marteting 
campaign: just great games. To make it work, our goal is to keep this site ftssh and new, 
to make it a place where you can tell US what you like about our games . . and what you 
dont like about them. So use the feedback options on these pages and sound off. 

Enjoy your visit in our Web site, explore all the different areas we have to offer, and come 
back soon. Check us out in the weeks and months ahead; we will be introducing new and 
exciting areas for you to experience. 

Once again, Welcome!" 

Brian Fargo 


HOW TO 
GET THERE 


Interplay's World 
Wide Web site is 
an Internet service 
designed to give 
you the latest infor- 
mation about 
Interplay and our 
products. 

The site features 
our demos, 
upgrades, product 
information and 
ordering informa- 
tion, From your 
Internet account, 
point your favorite 
browser to: 



http ://www. interplay, com 







